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LIBRARIAN 


A wood elf pours over her books as her party holds off a 
ravenous horde of undead. Finding the notes she had written 
many moons ago, she shouts to her companions, giving them 
the information needed to put them to rest for good. 
Muttering the research notes scribbled in her battered 
leather journal, she unleashes a volley of magical energy, 
immolating the undead and sealing the tomb in a flash of 
fiery light. 
Cocking his rifle and reloading the chamber, a gnome clad in 
light armour picks his target carefully. Looking for the sweet 
spot noted down when he saw the beast yesterday, he fires, 
grinning. The monstrosity topples back, the round landing 
square in the weak spot under the armoured chitin, before it 
drops to the floor in a lifeless heap. 
Dodging back and forth through a hailstorm of fire, a young 
girl grabs a healing potion from her pack to quickly revive a 
fallen comrade moments before their untimely death. 
Suddenly, a gigantic fireball engulfs them both in a blast of 
arcane energy. The enemy wizard's laughter quickly turns 
into confusion as the smoke clears and the girl stands; 
holding an armoured hand outstretched as a shimmering, 
domed field of force covers her party. She grins as her 
metallic helmet clangs into place, ready for round two. 


Librarians are, at heart, readers and students of all 
knowledge. The life of a librarian, however, is never dull, for 
many adventurers seek out their book smarts to aid in 
dangerous encounters. On the battlefield, a librarian often 
acts as an advisor, pointing out weaknesses in the enemy 
tactics, or using their superior knowledge to aid in tactics of 
their own. Some librarians prefer a defensive route, knowing 
they can best serve their party and friends by utilizing 
advanced mechanical constructs to protect them. The few, 
rarer breeds of librarian prefer a more ‘hands on’ approach to 
studying. These brave men and women become hunters and 
investigators of the paranormal; using their natural fighting 
ability and in depth knowledge of deadly toxins to quickly 
dispatch their enemies before learning more about them, to 
better hunt more in the future. 

Whichever path a librarian takes, be it book-smart, hands 
on or defensive specialist, each is valued just as highly as the 
next. For the life of a librarian is a dangerous one - after all, as 
new books are written, new mysteries lie waiting to be solved. 


MASTERS OF KNOWLEDGE AND KEEPERS 
OF SECRETS 


Librarians are a secretive group; rarely found alone and only 
by those who know where to look. This collective follows 
many teachings, many aligments and many gods, however 
their core ideology remains the same. Prepare, defend and 
protect. 


_— 


Librarians use a collective knowledge, kept in-secret vaults 
around the world, known as ‘libraries’. Each library is a vast 
network of buildings, linked together and filled with books, 
scriptures, notes and details on a particular subject. No single 
librarian knows the location of every library. A librarian will 
normally know the location of two libraries, and®will rely,on 
their partner, or special-contacts, to*be taken to the locations 
of additional ones. Librarians see this.as a way,to protect the 
knowledge their order cataloguessAfter all, sei is 
power - and power corrupts. 


HUNTERS OF STORIES LOST TO TIME 


The life of a librarian is seldom mundane. Most librarians 
often begin studying magic and lore in wizard colleges from 
an early age but lack the aptitude for focused magical study; 
choosing instead to unearth new magical creatures, or forge 
a new path from unfinished stories lost in pages and ancient 
scripture. Librarians keep with them their own notebook, to 
better understand, record and catagorize creatures they 
discover. This, mixed with a naturally strong willed memory, 
allows them to memorize and digest vast amounts of 
information on the creatures they study, not unlike the 
dedication a wizard has to their spells. 

A librarian, though not as well versed in arcane prowess as 
a wizard, can still prove to be a valuable asset to a team of 
adventurers, and often librarian duos will look for additional 
muscle to help out in a fight where they cannot, choosing to 
assist adventurers in their tasks as long as their own quest 
follows a similar direction. 


CREATING A LIBRARIAN 


Creating a librarian character demands a backstory 
dominated by a collection of mysterious events, or a yearning 
to complete stories and tales that have no end. Most 
librarians end up fascinated at an early eage by a particular 
creature, and take to colleges around the land in order to 
study as much as they can about them. Often, these creatures 
are ancient and mysterious, or not well known to the world as 
a whole. Maybe the creature was a banshee of folk lore that 
the character claimed to have seen? Or maybe it was a 
gigantic bird they glimpsed vanishing over nearby mountain 
that nobody believes exists? It could have been as mysterious 
as a growl they heard under the floorboards every night, or as 
fantastical as befriending an unknown creature from the 
feywild in their childhood. 

Whatever the choice, a librarian rarely follows a path 
without reason, and even less so a path that is filled with the 
mundane and explored. Perhaps you still search for that 
mythical beast that is etched into your mind all those moons 
ago? Or maybe you've already discovered and categorized it 
within one of the many secret libraries, and are out looking 
for more? 


Quick BUILD 


You can make a librarian quickly by following these 
suggestions. First, Intelligence should be your highest score, 
followed by Wisdom if you intend to become a Pagemaster or 
Dexterity if you wish to become a Hunter or Technarian. 
Second, choose the sage background (the librarian option 
here makes for an interesting starting backstory). 


THE LIBRARIAN 


Proficiency 
Level Bonus Features 


Ist +2 
2nd +2 
3rd +2 
Ath +2 
5th +3 
+3 Research Technique Feature 
+3 Mindful Gaze Feature (2 uses) 


Expertise, Spellcasting 


Research Technique 


Ability Score Improvement 


Librarian Secrets 


Ability Score Improvement 


Research Technique Feature 


Librarian Secrets, Mindful Study Improvement, 


Expertise 

Ability Score Improvement 
Mindful Gaze Feature (3 uses) 
Research Technique Feature 


Ability Score Improvement 


Mindful Study Improvement, Expertise 


Ability Score Improvement 


Mastery of Knowledge Feature 


CLASS FEATURES: 


As a Librarian, you gain the following class features. 


Hit Points 

Hit Dice: 1d8 per librarian level 

Hit Points at 1st Level: 8 + your Constitution modifier 

Hit Points at Higher Levels: 1d8 (or 5) + your Constitution 
modifier per librarian level after 1st 


PROFICIENCIES 

Armor: Light armor 

Weapons: Simple weapons, shortswords, nets, whips 
Tools: Thieves' tools, vehicles 

Saving Throws: Dexterity, Intelligence 

Skills: Choose 3 from Athletics, Deception, History, Insight, 
Investigation, Perception, Persuasion, and Stealth 


EQUIPMENT 
You start with the following equipment, in addition to the 
equipment granted by your background: 


e (a)ashortsword, or (b) a whip 
e (a)a light crossbow and 20 bolts, or (b) two daggers 
e (a)an explorer's pack or (b) a scholar's pack 


Mindful Study, Mindful Gaze Feature 


Mindful Study Spells 
Limit Known _ 1st 2nd 3rd 4th 5th 


= 1 12 


2 3 
2 3 
2 4 
2 4 
2 5 
2 5 
2 6 
2 6 
3 7 
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e leather armor, thieves’ tools and an arcane focus 


Alternatively, you could begin with starting wealth of 4d4 x 
10 gp and purchase starting items of your choice. 


SPELLCASTING 


After spending most of your time researching various books, 
stories, and parchment, you have come across a few select 
spells of which you have found useful and easy enough to cast 
with your limited magical prowess. See chapter 10 of the 
Player’s Handbook for the general rules of spellcasting. 


SPELL SLOTS 
The librarian table shows how many spell slots you have to 
cast your spells of 1st-level and higher. To cast one of these 
spells, you must expend a slot of the spells level or higher. 
You regain all expended slots when you finish a long rest. 
For example, if you know the 1st-level spell burning hands 
and have a 1st-level and a 2nd-level spell slot available; you 
can cast burning hands using either slot: 
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SPELLS KNOWN OF 1ST LEVEL AND HIGHER 
You know one 1st-level spell of your choice from the wizard 
spell list, which counts as a librarian spell for you. 

The spells known column of the librarian table shows 
when you learn more spells of your choice. Each of these 
spells must be of a level for which you have spell slots and 
chosen from the wizard spell list. For instance, when you 
reach 5th level in this class, you can learn one new spell of 
1st or 2nd level. 

Additionally, when you gain a level in this class, you can 
choose one of the librarian spells you know and replace it 
with another spell from the wizard spell list, which also must 
be of a level for which you have spell slots. See chapter 11 in 
the Player's Handbook for the wizard spell list. 


SPELLCASTING ABILITY 

Intelligence if your spellcasting ability for your spells, since 
you learn your spells through dedicated study and 
memorization. You use your intelligence whenever a spell 
refers to your spellcasting ability. In addition, you use your 
Intelligence modifier when setting the saving throw DC for a 
librarian spell you cast and when making an attack roll with 
one. 


Spell save DC = 8 + your proficiency bonus + your 
Intelligence modifier. 


Spell attack modifier = your proficiency bonus + your 
Intelligence modifier. 


RITUAL CASTING 
You can cast a wizard spell as a ritual if that spell has the 
ritual tag and if it is a spell you currently know. 


SPELLCASTING Focus 

You can use an arcane focus (see chapter 5, "Equipment" in 
the Player's Handbook) as a spellcasting focus for your 
wizard spells. 


EXPERTISE 


At 1st level, your skills at researching grant you a greater 
expertise in your abilities. Choose one of your skill or tool 
proficiencies. Your proficiency bonus is doubled for any 
ability check you make that uses the chosen proficiency. You 
can choose another skill to gain this benefit at 11th level, and 
again at 18th level. 


RESEARCH TECHNIQUE 


Each Librarian uses a different style of Research Technique, 
but most can be categorized as one of the main 3 techniques: 
a Hunter, a Pagemaster or a Technarian. At 2nd level, you 
must choose a Research Technique archetype to follow. Your 
choice grants you features at 2nd level, and again at 6th, 10th 
and 15th level. 


MINDFUL STUDY 


At 3rd level you gain a Notebook with which to write down 
observations about creatures you have encountered in battle. 
After combat, you may spend 5 minutes studying a dead 
creature, or think back on your encounter with it, entering it’s 
name and basic details in your notebook. 

You can then spend a long rest researching everything 
possible about it, memorizing what you have learnt to help 
further your adventures against them. Upon completing your 
long rest, this creature then becomes mindfully studied. 

You can only have two creatures mindfully studied at any 
one time. This increases to three at 11th level, and 4 at 18th 
level. 

Pre-studied Creatures. When you first gain this feature, you 
have two creature names already written in your notebook. 
Work with your DM to choose two creatures of your choice 
from the Monster Manual. These should ideally be creatures 
your character may have chosen to study or hunt from their 
backstory, though you are free to choose whichever two 
creatures you wish. 

Notebook Preperation. Starting at 3rd level, You can spend 
a long rest and 50 gold pieces to create a replica of your 
notebook, which you can safely store away as a backup if your 
original gets destroyed or lost. 

Changing your mindfully studied creatures. You can 
change any creature you have Mindfully Studied at the end of 
a long rest with another one by selecting a different creature 
name from your notebook. You must make sure these 
creature names are written down somewhere on your 
character sheet. If you don’t have the name written down, you 
can't mindfully study that creature. 

Benefits of Mindfully Studying a Creature. While having a 
creature mindfully studied, you gain the following features: 


e You have advantage on Wisdom (Survival) checks to track 
that creature and advantage on Intelligence (history) 
checks to recall information about them. 

e You know all weaknesses, resistances and vulnerabilites 
that creature has (if any). 

e You know that creatures type and possible subtype, and 
one damage type it deals. 

e You know two actions or legendary actions that creature 
might have. 

e If that creature can cast spells, you know one school of 
magic it has access to (if any), if it can innately cast spells 
of that school. 

e You know what what armor class rating it falls under, 
determined by your DM. 


The armor class rating details can be found on the table 
below. You lose access to these features and information 
when you no longer have that creature mindfully studied 


ARMOR CLASS RATING TABLE 
Armor Rating Notes 
Unarmored Creature's AC is between O and 10 
Lightly Armored Creature's AC is between 11 and 14 
Medium Armored Creature's AC is between 15 and 18 
Heavily Armored Creature's AC is between 19 and 22 
Armored Behemoth Creature's AC is between 23 and 30 


Losing the Notebook. If you lose your notebook, or it gets 
destroyed, you can 

spend 20 gold in order to find a suitable replacement from a 
marketplace before you can start writing names down again. 
Upon getting a new notebook, you can immediately rewrite 
all the creature names that you have currently mindfully 
studied. Any other creature names you had written down in 
your previous notebook are lost. 


MINDFUL GAZE 


At 3rd level, you can attempt to gain insight into a creature 
similar to one you currently have mindfully studied As an 
action on your turn, you can observe a creature in the midst 
of battle by making an Investigation check with a DC equal to 
the creature's challenge rating (rounded up to 1 if the CRis % 
or lower). 

On a success, you discover two of the following 
characteristics of your choice: 


e Ifthe creature is your equal or superior in armor class 

e If that creature has innate spellcasting abilities 

e One immunity or resistance the creature has 

e Ifthe creature is your equal or superior in one ability 
score of your choice 

e Ifthe creature's current hit points are equal to or superior 
than your own, or 

e What creature it intends to be its target on its following 
turn, or what action it intends to perform. 


On a failure, or if the creature does not share a type of a 
creature you currently have mindfully studied, then you learn 
its type, but nothing more. You gain additional uses of this 
feature at 7th and 14th level, and regain all expended uses 
when you finish a short or long rest. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th level, and again at 8th, 12th, 16th and 


19th level, you can increase one ability score of your choice 
by 2, or you can increase two ability scores of your choice by 
1. As normal, you can’t increase an ability score above 20 
using this feature. 


LIBRARIAN SECRETS 


At 5th level, you have mastered the art of studying under a 


selective number of fields to help better your understanding 
of the world around you. You gain proficiency in one skill or 
two tools of your choice. You can choose another skill 
additional tools at 11th level. 


MASTERY OF KNOWLEDGE 


When you reach 20th level, you gain knowledge mastery over 
a particular collection of creatures, having spent a vast 
amount of time studying everything there is to know about 
their mannerisms, common traits and habits. 

Choose a type from the list below that is shared by a 
creature currently written in your notebook. When expending 
a use of your mindful gaze feature against any creature with 
this type, you do not need to make an Investigation check. 
Instead, you immediately discover all characteristic options 
from that creature. 

In addition, as a bonus action you can change one creature 
you have currently mindfully studied to another creature of a 
different type from your notebook. When you do so, you can't 
do so again until you finish a short or long rest. 


e Aberration 
e Beast 

¢ Celestial 

e Dragon 

e Elemental 
e Fey 

Fiend 
Giant 
Humanoid 
Monstrosity 
¢ Ooze 

e Plant 

e Undead 
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RESEARCH TECHNIQUE 


Each librarian has a method of researching their chosen 
quarry. Some choose to spend time observing from afar, 
guiding their comrades and pointing out weakness in the 
enemy's defences. 

Others enjoy a more hands on approach, choosing to take 
the fight head on, researching what they can from the 
bloodied corpse after the battle is won, while a few others 
choose to learn on the fly, adapting to a situation as it 
develops and reacting accordingly. 

No matter what path a librarian takes, they can all be 
catagorized into one of three archetypes listed below. 


HUNTER 


The most ‘hands on’ approach out of the three, hunters 
function as monster slayers for hire, each with their own 
personal code of conduct. A hunter prefers to fight the enemy 
on their own terms, ignoring many of the preparations other 
librarians follow in favour of a ‘Kill First, Research Later’ 
approach. hunters are dangerous opponents, often fighting at 
the forefront of the battle in whirl of blades, or from afar 
through a flurry of ranged firepower that disables a creature 
long before it has time to react. 


BONUS PROFICIENCIES 
At 2nd level, you gain proficiency with martial weapons, 
medium armour and alchemy kits. 


TARGET VITAL POINTS & ALCHEMICAL TOXINS 
Starting at 2nd level, once per round when making a weapon 
attack against a creature, you can choose to take a -5 penalty 
to hit on the attack roll to aim for a vital point. 

During a long rest, you can also create vials of alchemical 
toxins, which you can apply to weapons and ammunition as a 
bonus action on your turn. 


VITAL POINTS 


A vital point is an area of a creature that when hit, often 
causes additional effects. 

Name a target point on the table below and if a hit is rolled, 
consult the table below for the effect, in addition to the 
attacks damage. 


VITAL POINT TABLE 
Vital Point Notes 


Head The creature must succeed on a Dexterity 
saving throw or have disadvantage on all 
attack rolls until the start of your next turn. 


Torso The creature must succeed on a Constitution 
saving throw or be stunned until the start of 
your next turn. 


Arm The creature must succeed on a Strength 
saving throw or drop whatever it is holding. 
Creatures holding an object in two hands 
have advantage on the save. 


Legs/Wings The creature must succeed on a Dexterity 
saving throw or fall prone. Creatures with 
eight legs or more have advantage on this 

save. 


TOXIN PREPERATION 

As part of a long rest, you can create a number of vials equal 
to your proficiency + your intelligence modifier. You can use a 
bonus action on your turn to coat a single weapon or piece of 
ammunition that deals either slashing or piercing damage 
with the toxic contents of these vials. When applied, a toxin 
remains active for 1 minute, or until you successfully hit a 
creature with the coated weapon. You cannot have two 
different effects on a weapon or piece of ammunition at the 
same time. Toxins have no effect on constructs. You gain 
additional toxin effects as you increase in level, shown on the 
table below: 


Alchemical Toxins 
Toxin Effect Level 
Cytotoxin The creature takes 1d6 necrotic 2nd 
damage. 
Neurotoxin The creature must succeed ona 2nd 


Constitution saving throw or be 
blinded for 1 minute. A blinded 
creature can retake the save at the end 
of each of it's turns, become immune 
to the effects for 24 hours ona 
success 


Heamotoxin If a creature is below it's hit point 2nd 
maximum, it takes an additional 1 
damage when hit by a weapon attack 
that deals piercing or slashing damage 
for 1 minute. This effect ends if the 
creature recieves magical healing, or 


uses the regeneration feature. 


Advanced The creature cannot regain hit points 6th 
Cytotoxin unless by magical means for 1 hour. 
Has no effect on undead. An affected 
creature can make a Constitution 
saving throw at the end of it's next 
turn, ending the effect on a success. 


Advanced 
Neurotoxin 


The creature must succeed ona 6th 
Wisdom saving throw or lose the 
ability to speak coherently for 1 
minute. The creature can retake the 
save at the end of each of it's turns, 
ending the effect on a success. 


The creature must succeed ona 6th 
Constitution saving throw or be 
poisoned for 1 minute. The creature 
can retake the saving throw at the end 
of each of its turns, ending the effect 
on a success. 


Advanced 
Heamotoxin 


Severe The creature must succeed ona ‘10th 
Neurotoxin Wisdom saving throw or become 
paralyzed for 1 minute. The creature 
can retake the save at the end of each 
of it's turns, ending the effect ona 
SUCCESS. 


Severe If a creature is below it's hit point 10th 
Heamotoxin maximum when afflicted with this 
toxin, the next weapon attack that 
deals piercing or slashing damage is 
treated as a critial hit. 


Severe A creature afflicted with this toxin 10th 
Cytotoxin must succeed on a Constitution saving 
throw, taking 8d10 necrotic damage 
ona failed save, or half as much ona 
successful one. Has no effect on 
undead. 


VITAL POINT AND ALCHEMICAL SAVE DC 

When targeting a vital point or using an alchemical toxin a 
creature will often be required to make a saving throw to 
resist the attack's effects. The saving throw DC is calculated 
as follows: 


Vital point & Alchemical save DC = 8 + your proficiency 
bonus + your Intelligence modifier. 


If a creature succeeds on it's saving throw, it resists the 
effects, but still takes the damage from the weapon's initial 
attack roll. 


SAVAGE HUNTER 

Beginning at 6th level, your attacks against a creature you 
have mindfully studied score a critical hit on a roll of 19 or 
20. 

You also add the hunter's mark spell from the ranger spell 
list to your list of known spells. This counts as a librarian 
spell for you, but does not count towards the amount of spells 
you know. 


ExTRA ATTACK 
Starting at 6th level, you can attack twice, instead of once, 
whenever you take the attack action on your turn. 


LAIR HUNTER 
At 10th level, you cannot be frightened by a creature that 
shares a type with one creature you have mindfully studied, 
and when stepping foot inside a dungeon or cave you 
immediately know whether it is a creature’s lair or not. You 
know the creature's type, but not it's name. 

If the creature shares a a type of a creature you have 
currently mindfully studied, you also know one habit or trait 
the creature or lair has, decided by the DM. 


HUNTER'S STRIKE 

By 10th level, your toxins have become far more potent. Once 
per long rest, when a creature succeeds on a saving throw 
against one of your toxins, you can force that creature to 
reroll the saving throw. 


DEADLY ALCHEMICAL TOXINS 

At 15th level, you have discovered how to mix certain 

alchemical ingredients to create incredibly deadly toxins. You 

can spend 1 hour and 100gp in materials to create a deadly 

toxin. You can only have 1 deadly toxin prepared at a time. 
You gain access to the deadly neurotoxin and deadly 

heamotoxin at 15th, and the deadly cytotoxin at 18th level. 


Deadly Alchemical Toxins 
Toxin Effect 
Deadly The creature must succeed on an 
Neurotoxin Intelligence saving throw, or suffer the 


effects of the Feeblemind spell. 


Deadly The creature begins violently vomiting blood. 
Heamotoxin It must succeed on a Constitution saving 
throw. On a failed save, it takes 14d6 
necrotic damage, or half as much damage on 
a successful save. If the target fails the saving 
throw, its hit point maximum is reduced for 
1 hour by an amount equal to the necrotic 
damage it took. 


Deadly A creature afflicted with this toxin that has 
Cytotoxin 100 hit points or fewer dies. If it has 101 hit 
points or more, it must instead make a 
Constitution saving throw, taking 10d10 
necrotic damage on a failed save, or half as 
much on a successful one. 


PAGEMASTER 


The pagemaster follows the most traditional and patient 
technique to research - copious amounts of study and 
memorization. The pagemaster is an invaluable ally; able to 
turn the tide of battle with a single shout to their companions, 
whilst having a magical prowess that grants them a fearsome 
respect in battle. The pagemaster is a researcher first and 
fighter second, using their vast knowledge of enemies and 
tactics to help bolster their allies in battle before stepping in 
themselves to join the fray if needed. 


ADVANCED MINDFUL STUDY 

At 2nd level, you are able to memorize many a foe that you 
have encountered in the past to much greater effect and far 
more efficiently than other librarians. 

You gain the mindful study feature, and your mindful study 
limit is increased by your intelligence modifier (minimum of 
1). Your notebook also starts with 4 creatures written in it, 
instead of 2. 

In addition, you have learned to regain some of your 
magical energy by researching ancient arcane texts. Once per 
day when you finish a short rest, you can choose expended 
spell slots to recover. These slots can have a combined level 
that is equal to or less than half your librarian level (rounded 
up) and none of the slots can be 4th level or higher. for 
example, if you're a 5th level librarian, you can recover 3 1st- 
level spell slots, or one 2nd-level spell slot and 1 1st-level 
spell slot. 


VICTORY REWARDS PREPARATION 

By 2nd level, you are adept at instructing your comrades in 
battle, and can learn maneuvers that are fueled by special 
dice called superiority dice. 

Maneuvers. You learn 2 maneuvers of your choice, which 
are detailed under the pagemaster maneuver list below. Many 
pagemaster maneuvers enhance attacks in some way. You 
can use up to 2 maneuvers per round. You learn one 
additional maneuver of your choice at 6th, 10th and 15th 
level. Each time you learn a new maneuver, you can also 
replace one maneuver you know with a different one. 

Superiority Dice. To use these maneuvers, you have six 
superiority dice, which are d6s. A superiority dice is 
expended when you use it, and you regain all of your . 
expended superiority dice when you finish a long rest. You — 
gain another 2 superiority dice at 10th level. 

Saving Throws Some of your maneuvers require your 
target to make a saving throw to resist the maneuver's effec 
The saving throw DC is calculated as follows: 


Maneuver save DC = 8 + your proficiency bonus + your 
Intelligence modifier. 


GIFTED TACTICIAN 
Starting at 6th level, your understanding of the world aroun 


you grants you a better insight into its hidden secrets and “\_ 


tactical advantages. You have advantage on Wisdom 
(perception) checks and Intelligence (investigation) checks 
when searching for traps and hidden creatures. 
You also add the aid spell to your list of known spells, dnd i 
counts as a librarian spell for you but does not count ta 
the amount of spells you know. 
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OBSERVANT RESEARCHER 

By 10th level, you have become much more adept at quick 
battlefield observations. You gain the ability to use your 
mindful gaze as a bonus action, rather than an action. Your 
research also grants you additional arcane knowledge. 
Choose one 5th level spell from the wizard spell list. This 
spell counts as a librarian spell for you, and does not count 
towards the amount of spells you know. 

You can cast this spell once without expending a spell slot. 
You must finish a long rest before you can do so again. 

At higher levels, you gain more librarian spells of your 
choice that can be cast in this way: one 6th level spell at 12th 
level, one 7th level spell at 14th level, one 8th level spell at 
16th level, and one 9th level spell at 18th level. You regain all 
uses of these spells when you finish a long rest. 


IMPROVED COMBAT TACTICS 
At 10th level, your superiority dice turn into d8s. 


UNWAVERING COMMAND 

Starting at 15th level, you can spend an action to regain up to 
half your expended superiority dice, rounded up. You must 
take a long rest before you can use this feature again. 
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PAGEMASTER MANEUVERS 
Guided Assault. You can spend an action to direct one of 
your companions to strike on a weak point. When you do so, 
choose a friendly creature who can see or hear you and 
expend one superiority die. That creature can immediately 
use its reaction to make one weapon attack or cast a cantrip 
that targets a single creature, adding the superiority die to the 
attack roll and your intelligence modifier to the damage roll if 
the attack hits. 

Rapid Advance. When you move, you can expend one 
superiority die to take the dash action as a bonus action. 

Maneuvering Shout. You can use a bonus action to shout 
at a nearby creature that can see or hear you. That creature 


can use its reaction to move up to half its speed without SP. 
provoking opportunity attacks from 2 creatures of your ~ . a 
choice. 


Precision Strikes. You shout at a comrade to strike a 
creature when it is at its weakest. When a friendly creature 
makes a weapon or ranged spell attack, you can expend your 
reaction and one superiority die to grant advantage to the 
attack, adding the superiority die to the damage dice rolled if 
the attack hits. 

Evasive Deflection. When a creature damages you with a 
weapon attack, you can use your reaction and expend one 
superiority die to reduce the damage by the number rolled on 
your superiority die + your Intelligence modifier. 

Insightful Observation. You can spend 1 superiority die to 
gain more insight into a creature of the same type that you 
have mindfully studied. As part of this maneuver, you perform 
a mindful gaze against the target, rolling the superiority die 
and adding the result to your investigation check. If you 
succeed, you learn 3 characteristics of your choice from the 
list, instead of 2. 

Prepare Comrade. On your turn, you can use your 
reaction and expend one superiority die to prepare your 
companions for an attack. When you do so, choose a friendly 
creature who can see or hear you. The next attack against 
that creature has disadvantage. 

Surging Assault. When a friendly creature within 10ft of 
you that can hear you makes an attack, you can spend your 
reaction and 1 superiority die to allow the creature to make 
one additional weapon attack against the same creature, or 
another within 5ft of it, as a bonus action. 

Wake the Fallen. You can spend your action and 1 
superiority die to immediately aid an unconscious ally within = 
5 feet of you, rolling the superiority dice and healing them the - <— —— 
amount rolled + your Intelligence modifier. 

Baited Fury. You can spend your action and 1 superiority SS 
die to enrage a creature that can see or hear you. That => 
creature must make a Wisdom saving throw against your 
maneuver DC + the superiority die roll or become charmed 
until the start of your next turn. The charmed creature - 
spend its next round running towards you and making a 
melee attack if within range. 
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10 


TTECHNARIAN 


Pouring over engineering books and ancient magical 
techniques, the technarian is a tinkerer at heart, and loves 
nothing more to to modify, tweak and build. Using arcane 
knowledge and a natural talent for to create a construct to aid 
the party in battle. Many adventurers seek out a technarian 
not only for their formidable technical know-how, but also for 
their practicality in battle and travel. 

A Technarian can function like a rudimentary blacksmith; 
able to repair basic weapons and armour with ease, as well 
as crafting ammunition and traps to assist the party in 
hunting down monsters. In combat however, a technarian is a 
welcome, and fearsome sight. Striding into combat clad in 
steam powered, magic infused iron, a technarian is a walking 
fortress; able to shrug off most attacks with impunity while 
providing defensive shields to assist it's allies. 


BONUS PROFICIENCIES 
At 2nd level, you become proficient with tinker's tools and 
heavy armor. 


EXPERIENCED TINKERER 

At 2nd level, you gain a special set of heavy armor, called 
cortex armor. Your cortex armor is an augmented suit of 
metal armor with a collection of leather straps and padding, 
powered by a combination of steam-tech and your arcane 
focus. This armor grants you the following benefits when it is 
worn: 


e Your armor class equals 14 + your Intelligence modifier, to 
a maximum of 18. 

e The armor replaces your arcane focus. 

e You gain access to a set of augment features, detailed 
below. 

e You are resistant to bludgeoning damage from creatures 
that share a type with one creature you have mindfully 
studied. 

e You use your Intelligence modifier instead of Dexterity 
when rolling for initiative. 

e You have disadvantage on Dexterity (Stealth) checks. 


Cortex Armor. The cortex armour takes 1 minute to doff 
or don, and has a weight of 10lbs. If this armor is lost or 
destroyed, you can spend a long rest inside a town or city and 
100 gold pieces to create or transform a new piece of 
mundane heavy armor into your cortex armor. 
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TECHNARIAN AUGMENTS 
At 2nd level, you can choose 2 augments to install into your 
cortex armor from the list below. 

You can install 2 additional augments at 6th, 10th, 14th 
and 18th level. When you get to choose another augment, you 
can also choose to replace one augment you currently have 
installed with another one. 

Augments Augments are special abilities you can use to 
bolster your armor. You can have four installed augments 
active at a time. These augments remain active until you fall 
unconcious, doff the armor or deactivate them as a bonus 
action. An installed augment can only be used if it's active. 
You can replace one active augment with a deactivated one 
you have installed as a bonus action on your turn. 

Saving Throws. Sometimes an augment will require a 
creature to make a saving throw to resist the augment's 
effects. The saving throw DC is calculated as follows: 


Augment save DC = 8 + your proficiency bonus + your 
Intelligence modifier. 


SHORT RANGE DETECTORS 

By 6th level, you have modified your cortex armor with a 
rudimentary early warning system that can enhance your 
senses and alert you to danger. 

When wearing your cortex armor, when a creature within 
15ft of you makes an attack against you, it does not gain 
advantage on the attack roll as a result of being hidden from 
you. 


REINFORCED CORTEX MODIFICATIONS 

At 10th level, you modify your cortex armor with additional 
metal plates and reinforcement. Wearing your cortex armor 
grants you additional features: 


e Your armor class becomes 16 + your Intelligence modifier, 
instead of 14, to a maximum of 22. 

e The armor's weight increases to 30lbs. 

e You are resistant to slashing damage from creatures that 
share a type with one creature you have mindfully studied. 

e Doffing or donning your cortex armor now takes an 
action. 


PERFECTED ARMOR DESIGN 

By 15th level you have perfected your armor design, 
increasing it's flexibility without sacrifing structural integrety. 
When wearing your cortex armor, you gain the following 
features: 


e You are resistant to piercing damage from creatures that 
share a type with one creature you have mindfully studied. 

e Doffing or donning your cortex armor now takes a bonus 
action, instead of an action. 

e When doffed, your cortex armor folds onto your back, still 
giving you a measure of protection unless to choose to 
remove it. Your unarmoured armour class equals 13 + 
your Dexterity modifier. 


TECHNARIAN AUGMENTS 


The augments are listed here ins alphabetical order. 


SPECIAL RULE: ARMOR SLOTS. 


Certain augments from this list will require an armor slot to 
function. You have 9 armor slots in total, located in the 
following places: 


e Lower right arm 
e Lower left arm 
e Upper right arm 
e Upper left arm 

e Right shoulder 
¢ Left shoulder 

e Chest 

e Right thigh 

e Left thigh 


An augment slot can only hold one augment at a time. 


ADAPTIVE ARMOUR 

Prequisite: 10th level 

You alter the polarity of your cortex armor, increasing it's 
resistances to a particular element for a short time. As a 
bonus action, you can expend a spell slot of 1st-level or higher 
and choose either acid, cold, fire, lightning, poison or thunder 
damage. 

You gain resistance to that damage type for 1 hour, or until 
you change the polarity of your armor, end the effect as a 
bonus action, deactivate this augment or doff your cortex 
armor. 

You can use this feature twice. You must then complete a 
long rest in order to use it again. 


ADVANCED GUIDED MISSILES 

Prequisite: 5th level & Guided Missiles Augment 

You flood your missiles with bursts of arcane energy, 
overcharging them before firing. Twice per long rest you can 
expend a spell slot of 2nd-level or higher to improve the 
damage of your guided missiles. A 2nd-level slot increases 
the damage to a d6, a 3rd-level to a d8, a 4th-level to a d10, 
and a 5th-level to a d12. 


BOOSTER OVERCHARGE 

Prerequisites: 5th level, Flight Stabilizers 

As an action, you can expend a 2nd-level spell slot to 
overcharge your flight stabilizers, granting you a flight speed 
of 60 feet for ten minutes. 


DEFENSIVE DRONES 

Prerequisite: 14th level 

You activate the armor's drone defences, which detach 
themselves from you and protect your allies from harm. 

As an action on your turn, you can expend a 4th-level spell 
slot to detach sections of your armor, which take the form of 
small drones that hover in your space for the duration. 

You can have a number of drones active equal to your 
intelligence modifier (minimum of 1). For each drone 
detached in this way, you take a -1 penalty to your armor 
class. 


You can mentally command the drones as a bonus action 
on your turn to attach themselves to a friendly creature 
within 30 feet of you. If a creature with an attached drone 
moves more than 30 feet away from you, the drone detaches 
itself and returns to your space. 

Each drone attached to a creature grants that creature a +1 
bonus to armor class, to a maximum of 25. These drones 
remain active for 1 minute, or until you spend an action to 
recall them. 

When this augment is not active, all drones are assumed to 
have returned to you and reattached into your armor. 


DEMO CHARGES 

Prerequisite: 5th level 

You can cast the cordon of arrows spell as a librarian spell 
without expending components to do so, replacing the 
arrows or bolts required with small, explosive devices that 
deal 1d6 fire damage and 2d6 bludgeoning damage instead 
of the spell's normal effects. 


DISINTEGRATION RAY 

Prerequisites:14th level, 1 Armor Slot (chest or lower arm) 
You activate a high energy repulsor, focusing the arcane 
energy into an intense searing beam. As an action on your 
turn, you can expend a 4th-level spell slot to cast the 
Disintegrate spell as a librarian spell at it's lowest level, 
without requiring material components. 


ELECTRICAL OVERCHARGE 
Prequisites: 18th level You activate receptive nodes across 
your armor, creating a powerful electrical charge. 

As an action, you can choose to expend a 5th-level spell slot 
to release an electrical shockwave, which eminates out from 
you in a 20-foot radius sphere. Creatures caught in the area 
must succeed on a Constitution saving throw or take 5d6 
lightning damage and 5d6 thunder damage, and be pushed 
back 20 feet and knocked prone. On a success a creature 
takes half as much damage and suffers no other effect. 


ELECTRO PULSE GAUNTLETS 

You charge one of your gauntlets with electrical energy for 
hand to hand combat. Your unarmed strikes deal an 
additional 1d4 lightning damage on a hit. 


ELEMENTAL-TIPPED AMMUNITION 

Prerequisite: Guided Missiles, Munition or Shoulder Mounts 
As a bonus action on your turn, you can choose either your 
guided missiles, munition mounts or shoulder mounts and 
charge them with a particular elemental type. Expend a spell 
slot of 1st-level and choose acid, cold, fire, or lightning 
damage. 

Until the end of your next turn, your ranged weapon 
attacks with the chosen augments deal that damage type 
instead their normal type. 

When you expend a spell slot of 2nd-level or higher, this 
augment's duration increases by 1 round for each spell level 
above 1st. 


For example, expending a 2nd-level spell slot, and choosing 


the guided missiles augment could change the missile's 
damage type from fire to lightning for a total of 2 rounds. 
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ENERGY SPHERE 

Prerequisite: 10th level 

You activate advanced energy capacitors stored in your suit to 
protect yourself or an ally from harm. 

You can spend an action and expend a 3rd-level spell slot to 
cast Otiluke's Resilient Sphere as a librarian spell, without 
requiring material components, 

targeting either yourself or an ally. 


FINAL MEASURES 

Prerequisite: 18th level 

You activate the FM protocol installed on your armor's power 
source, ensnaring a target in rippling energy. You can expend 
a 5th-level spell slot to cast the 

Imprisonment spell as a librarian spell, with Burial as the 
form of imprisonment and a casting time of 1 action. The 
spell ends if dispelled as normal, 

or a lightning strike sufficiently powerful enough strikes 
the sphere directly (decided by your DM). 

You require no material components. Instead, regardless of 
whether the target succeeds or fails the spells saving throw, 
you take 1d6 damage per hit die of 

the target creature. If this damage would take you to 0 hit 
points or below, you instead remain at 1 hit point and your 
armor's energy source depletes, 

utterly destroying it. 


FLIGHT STABILIZERS 
You gain a flight speed of 30 feet. While flying in this way, 
your boosters let out a roar audible out to 100 feet. 


FORCE EMITTERS 
As an action, you can emit a pulse of pure arcane force from 
your gauntlets. Make a ranged spell attack against a target 
you can see within 60 feet of you. On a hit, that target takes 
1d12 force damage. 

This attack's damage increases by 1d12 when you reach 
5th, 11th, and 17th level. 


GUIDED MISSILES 
Prequisite: 2 Armor Slots (any type) 
You activate a battery of missiles that track targets with 
pinpoint precision. You have a number of missiles equal to 
your intelligence modifier + your 

proficiency bonus. 


As an action on your turn, you can fire any number of these 
missiles, which hit a creature of your choice within 120ft. 
The missiles all strike 

simultaneously, and you can direct them to hit one creature 
or several. When hit by a missile, a creature takes 1d4 fire 
damage. 

You must complete a short rest to reload expended 
missiles before you can fire them again. 


IMPENETRABLE DEFENCE 

prerequisite: 2 Armor Slots (upper and lower arm) 

As an action on your turn, you can expend a 1st-level spell 
slot and transform one of your arms into a defensive shield. 
Whilst wielding the shield, you gain the following features: 


e You cannot be disarmed of the shield and cannot wield 
anything in two hands 

e You gain a +2 bonus to AC. 

e You gain a +2 bonus to Dexterity saving throws 


The shield lasts until you spend a bonus action to retract it, 
or until this augment is not longer active. 


MUNITION MOUNTS 

Prequisite: 1 Armor Slot (any type) 

You install a mounted cannon, machine gun, bolt launcher, or 
other ranged weapon into your cortex armor. 

As an action on your turn, you can make a ranged weapon 
attack with it against a target you can see within 120 feet of 
you. On a successful hit, the target 

takes piercing damage equal to 1d6 + your Dexterity 
modifier. 

When you make a ranged weapon attack using this 
augment, you can make one additional ranged weapon attack 
for each additional munition mount augment you have 

installed. 

You can choose this augment an additional time when you 
reach 6th, 10th and 18th level in this class, choosing a 
different armor slot each time you do so. 


REACTIVE SHIELDING 

You can reactively project an energy shield to protect allies 
nearby. When a creature you can see within 10ft of you would 
be hit by an attack, you can spend your reaction and expend 
one spell slot of 1st-level or higher to grant that creature a +5 
bonus to their AC until the end of your next turn, potentially 
causing the attack to miss. 


REPULSION DOME 

Prerequisite: 10th level, 1 Armor Slot When you or a friendly 
creature within 10 feet of you would be hit by a ranged attack 
or spell that requires a Dexterity saving throw for half 
damage, you 

can use your reaction and expend a 3rd-level spell slot to 
interpose a shimmering dome of force, extending out from 
you in a 10ft radius, which the attack hits instead. The dome 
fails if there is a creature within its radius of size large or 
greater. 

The dome has a number of hit points equal to your 
librarian level + twice your intelligence modifier, rounded up, 
is resistant to all damage, and is hit automatically. It 
automatically fails any saving throw, and no creatures, spells, 
attacks or objects can pass through the dome while it is 
active. The dome collapses at the start of your next turn, or 
until it is reduced to 0 hit points, and any excess damage 
dealt to the dome when it reaches 0 hit points does not carry 
over to occupants inside it. 
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SHOULDER MOUNTS 

Prequisites: | Shoulder Armor Slot 

You have a small shoulder mounted cannon, or other ranged 
weapon installed into your cortex armor. As a bonus action, 
you can make a ranged weapon attack with it against a target 
you can see within 120 feet of you. On a successful hit, the 
target takes 1d4 piercing damage. 

When you make a ranged weapon attack using this 
augment, you can make one additional ranged weapon attack 
for each additional shoulder mount augment you have 
installed. 

You can choose this augment an additional time when you 
reach either 6th, 10th, 14th or 18th level in this class, 
choosing a different shoulder armor slot if you do so. 


WRIST ROCKET 
Prerequisites: 5th level, 1 Armor Slot (lower arm) As an 
action, you can expend a 2nd-level spell slot to aim at a 
creature or object you can see within 60 feet of you and fire a 
small projectile, which explodes upon impact in a 15 foot 
radius sphere centered on that target. Each creature caught 
in the blast must succeed on a Dexterity saving throw, taking 
3d6 fire damage and 3d6 bludgeoning damage on a failed 
save, or half as much on a success. 

You can overcharge the rocket by expending an additional 


spell slot when you fire it. The damage types each increase by 


1d6 for each spell level above 2nd. 
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LIBRARIAN MULTICLASSING 


Should you wish to multiclass into a librarian, the 
prerequisites and proficiencies gained are listed below. 


LIBRARIAN MULTICLASSING PREREQUISITES 
Ability Score Minimum 


Intelligence 13 


LIBRARIAN MULTICLASSING PROFICIENCIES 
Proficiencies Gained 


Light armor, vehicles, thieves’ tools. 


LIBRARIAN MULTICLASSING WITH OTHER 
SPELLCASTERS 


If multiclassing a librarian with another spellcaster, you add 


half your levels (rounded down) from this class when 
determining your multiclassing spell slots. 


Masters Guild. 
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